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Sweatehertea! 


Get your Games Sweatshop's Workshirts| 
here! Specially printed for Games Day, 
we still have a few of these 100 % colton 
works of art left ia stock. 

Colours available 
fare red, light dlue, 
white, cream and 
yellow. Sizes are 
either medium or 
large. Please give 
second choice in case of your first sel- 
ection is no longer available. 
Price... +--£83.25 inc. p&p 


ORGANIZED CRIME 


This is a new board game i which play— 
ers become gangland racketeers in the 
sinister world of back stabbing and 
double-cross. Makes Diplomacy look 
like an afternoon tea-party! 

As reviewed in O&W 9 — £5.99 inc. pap 


Infinit 

‘Recreate Le and the Earth". 
Players must build tne universe from 
Creation, Space, Life, Man and his 
accomplishments, on to Destiny. The 
pieces are a work of art — £3.25 inc p&p 


MmMeRCeNGR 


Game of bribery and corruptton in war 
torn 15th century Europe, where 1 - 5 
players try by skill and cunning to gain 
personal riches. Set includes map, 
rules and 220 counters — £2.35 inc. p&p 


Madame Guillotine 


France 1793 is the setting for this 2 -S 
player simulation of the brutal struggle 
for power — 75p inc. p&p 


GALACTIC WAR 
Table top space war gaime in booklet. 
As reviewed in O&W 8 — £1.00 inc. p&p 


3rd M 
SHILOH - £1.60 
OPERATION MARKET GARDEN - £2, 50 
POOR BLOODY INFANTRY 
ALIEN SPACE - £1.60 


Sorcery warga ning in which players b 


warriors, priests or wizards in order to sl games workshop 


monsters and search for 
Play vith pe Tl and’/pape*or ‘min 
figures, it comes as three 


treasure. 


ure 


booklets with 


WK: Supplement 1 to D&D — £3.05 


BLACKMOOR: Supplement 2 to D&D — £3.05 


DUNGEON!: Simplified board version of D&D 
Se 65. 


CHAINMAIL: Rules for medieval miniatures 
with fantasy supplement - £3.05 


WAR OF WIZARDS: Two player game as 
fights as a mighty wizard ina 
fantastic sorcery duel — £4.50 


STAR PROBE: A game of adventure, conflict 
and expioration of space — £3.65 


CAVALIERS & ROUNDHEADS: Rules for ECW. 
miniature wargaming — £1.85 


BOOT HILL: Rules for Wild West gunfights and 
campaigns — £8.05 


EN PIRE OF THE PETAL THRONE: Mammoth 
fantasy game played on the same 
basis as D&D. Box contains three 
campaign maps and 114 page game 
book — "only" £15.25 


PANZER WARFARE: Rules for micro battles 
of WWII — £2.45 


TRACTICS: Rules for WWII miniature wargames. 
Three booktets in bookcase box. 
-— £6.10 


lenia Games 


TRICOLOR;: Napoleonoic rules — £3,05 


MULTI-SIDED DICE SETS: For D&D etc. - £1.75 


THE STRATEGIC REVIEW: TSR's newsletter — 45p 


All the items on this page are available 
from: GAMES WORKSHOP 

~» 15 BOLINGBROKE ROAD 
LONDON W14 


All the above prices include pp. Orders usually 
dispatched within 7 days. Trade enquiries welcome. 


15p 


January 1976 


the newsletter from games workshop 15 bolingbroke road london w14 


NEWS EXTRA 


SALUTE ’76 


South London Warlords’ annual exhib— 
ition of wargames, military equipment, 
painting competitions etc. will take place 
at Chelsea Town Hall, Kings Rd, London 
London SW3, on Sat. April 10. 

Last year's meet was quite a 
success, with something like 900 

visitors during the day. 

P.S. The Workshop will be takiag 

a stall there, so come along and 
meet us if you missed Games Day! 


BLACKMOOR 
now out (see page 4) 


‘WORST GAME OF THE YEAR” 
Your vote counts — details on page Il 


AVALON HILL NEW RELEASES 

Three new Avalon Hill games nave been 
in the shops since just before Christmas. 
"Caesar's Legions", "Tobruk" and "Wooden 
Ships and Iron Men" are priced at £6.55, 
£8.75 and £6.55 respectively. More news, 
when we've played them. 
Incidentally, Charles Vasey (5, Al- 
bion Terrace, Guisborough, Cleve— 
land TS14 6HU) has started a new 
games zine, "Perfidious Albion". 
Issue 1 (12p) is entirely devoted to 
Tobruck, 


SHOGI 


The London Shogi Club will be holding 
regular weekly meetings at The Pimlico Scho- 
ol, Lupus St, London SW1, every Tuesday 
and Thursday between Spm —- 9:30pm, as from 
Tuesday, Feb. 3. Will no doubt be worth a 
visit. 


owl 
and 
weasel 


War Bulletin, Hartley Patterson's 
Diplomacy and variants zine, has folded 
due to lack of response and Hartley's 
committments to his other gaming interests. 
This is indeed sad news, as Hartley 
was one of this country's first publishers. 
However, his other fanzine, "News from 
Bree" will continue. All the best with NFB, 
Hartley. 


Shogi, for those who know nothing about 
the game, is similar to chess, but with extra 
pieces. Capturing is different to chess in that 
a captured piece may be 'conscripted' into 
the capturer's army. 


OWL & WEASEL is Games Workshop's 
monthly attempt to try and contribute ina 
positive way to the British games scene. 

Needless to say, it fails miserably. Those 


responsible are Ian Livingstone & Steve 
Jackson 


ARN. 
> AES 


Sf SPECIAL LATE EDITION 3¥< 


After ou 


Ot de: th by going on and on these last few months about 
es Day, we are happy to tell you that we are now in a 
‘Few months with what did happen. Seriously though folks, 
e it such a great success. It was indeed both 
“you for the first time as it always helps to 
nd tne voice We ha ready set the wheels in motion for Games Day 
ich will be held, hopefully, in the main hall of Seymour Hall towards the end of 
er. You may be cartaih of More details later. 

eae that the Wess is a little late this month in reaching Seb ite has been BASSET 
about by our having packed up activities for 10 days over Christmas in Ore to Sein: 
our sanity which for many months had been in grave danger due to the ever increasing 
midnight administration and typing sessions, Back to normal next rent 
Games Workshop whilst never ever being violently overstaffed has just lost a third of its 
work force. John has decided to leave so that he might pursue more fully his interests in 
making wooden games. Although never very active on these pages John, nevertheless, 
produced with his games much of the revenue that helped us keep going npcust) the early 
months of Workshop (publication really is a mug's game). Anyway, we wish him aM the 
best for the future and if you ever see any of his wooden games in the shops, buy them 

se they are damn good. : N 
Bees Hae Steve os myself to keep the flag flying. Easy. However, you wa appreciate 
that with handling the TSR (Hobbies) Inc U.K. agency we do not nave a lot of time left each 
month for both writing articles for and physically producing the Weasel. We would be more 
than grateful, therefore, to receive a few more articles written by yore goodselves to 
alleviate the problem or it might be that Weasel will be forced to go DLE MOneAly/e So come 
on you lot, put pen to paper and let's be having your literary maste piece for ioe 
that you get your Weasel free for the month in which your article/review/analysis appears. 
Now that's an incentive; 15p for a couple of hours work. 
And what does 1975 have in store for tne games enthusiast? It would appear Ehatian 
uninspiring combination of H.M. Customs &% Excise, the £ and fhe Post Office will make 
the price of American games quite prohibitive over here which is sad as these have always 
been and will, in all probability, continue to be the best in the world as (air as Epeme Bee ee 
games go. We can only hope that the more recent and inventive Stee into the British 
games manufacturing industry (Intellect, Hartland and Lazy Days) will keep standards up 


and keep prices down, 
an vi 
oa 


Bye for now. 


Just Draughts at Just Games, 


1 Lower James Steet, London W.1 on 


WARGAMES RESEARCH 
GROUP 


DECLINE & FALL: Four player game 
of the declining Roman Empire £4.90 inc. 


SAT. FEB 7th between 10.30am and Spm] 
Exhibitions and Tuition from the Champ— 


SEASTRIKE:Game of moder naval 
warfare — £4.90 inc. p&p 


HSIANG CH'I CHINESE CHESS:A prime 
including board and pieces — £2.60 inc. 


ions, Introducing a new form of Fairy 


Draughts — King Race Draughts. Prizes. 


Admission Free. 


Send an SAE for list of our Wargames 


rules and books on ancient armies to: 
WRG, 75 Ardingly Dr, Goring by Sea, Sx.| 


THE LONDON DRAUGHTS ASSOCIATN. 


| 


_ 


GAMES DAY 


"Games enthusiasts say that adult games came of age this weekend, when Games Workshop 
took over the Seymour Hall for a day and filled it with Britain's largest games exhibition", 
to quote the beginning of a report.on Games Day published in The Times dated 22nd Dec. 
1975. My word, how very flattering indeed and we hope that everybody who attended and 
told The Times reporter that they were having a good time are not now looking to us for 
some sort of remuneration. Anyway, we hope that you all did enjoy yourselves as we 
certainly thought that it was all worth the while. And thanks to all of you who helped in one 
way or another to make it such a success. For those of you who were unable to attend we'll 
give you another chance next year and in the meantime here are the highlights of Games 
Day '75. 

The doors opened at 10.00 am with John, Steve and myself all biting our finger nails down 
to the elbow in fear of nobody turning up. Fortunately several hundred people did come 
along during the course of the day to join in the fun. 

Trade stands, exhibitions, competitions, demonstrations, personalities and events all 
helped to maintain a lively atmosphere throughout the day. Some exhibitions lasted the 
whole day. The very versatile London Draughts Association always had crowds of people 
gathered around their stand entering the many competitions whilst Andy Holt and Steve 
Biggs between them gamesmastered a day long exhibition of Dungeons & Dragons that 
caused many a mouth to hang open with fascination and bewilderment. Andrew McNeil and 
Francis Tresham the inventors of two of the Finest U.K. games on the market, namely 
Kingmaker and 1329, invited the public to challenge them at their own games only to Find 
Michael J. Basman, a British 
Master and English International chess Player sat behind the Tournament Chess Supplies' 
stand and gave an incredible display of his talents by playing and winning three games of 
blindfold simultaneous chess against all comers! Table top wargaming was excellently 
demonstrated by Jonathan Tinker (Napoleonics/WW2) and Jim Wallman (Samurai) whilst 
Hartley Patterson added a variation to the theme with a very entertaining saloon bar brawl 


of Games Day on their P.M. Programme. Stuart Dowsey of the London Go Centre attracted 
even more numbers to the swelling hoards of Go players with lectures and demonstration 
games. Most other stands also had other things to offer besides their wares in the shape of 
demonstration games, information and advice. 

There were three prize competitions held on the day; Hoppit, Organized Crime anda 
surprise competition which turned out to be the British Snifty Snakes Championship! Little 
did those keen games enthusiasts know what they were in for when entering — Snifty Snakes, 
& game for 2 - 4 players age 5 and upwards which offers hoots of laughter for all the family. 
Players wear plastic glasses with nasal snakes and must Push cones into holes on the board 
with these snakes, Congratulations to those of you who kept up the spirit with which it was 
intended and actually took Part and well done Boris for winning. 

A couple of programmed events that didn't manage to get off the ground were the Seastrike 
and Libido competitions; the former because Robin Wyatt the inventor, on whom lay the 
task of umpiring, was taken ill just before the day and was, therefore, unable to attend 

and the latter because nobody was willing to shed their clothes in public no matter how 
‘Noble the cause! 

Second to the Snifty Snakes competition in amusement was surely the used game auction. 
With gavel in hand, Rob Warriner, one of our horribly underpaid assistants, stood proudly 
on the rostrum in order to extract money from the vociferous audience for such second hand 
delights as Troke, Barbarossa, Blitzkrieg, Midway and others. 

After a rather frantic rush at the end of the day to finish on time we Finally managed to 
close the doors at 9.00 pm. Games Workshop et al then took off to its local ale house in 
beautiful downtown Shepherds Bush unfortunately losing Kendall Johns en route who claims 
to have driven approximately 3,597 miles that night looking for us. Roll on Games Day '76. 


HIL+H+ 
P.S. Dear Mr Prezwols! 


the names of the girls on the door were viz and Lin. Happy now? 
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Zee, 
> 


=> 


ond supplement to the 

in appearance to Greyhawk (the First supplement) 

on the cover. But what of the contents? 

tthe book off: 

Wstic abilities enter the game with MONKS, a 

the general attributes of Thieves and Fighting Men. 

In addition to various abilities of (eg. opening locks, moving silently, climbing etc.) 

advanced Monks may also speak with animals and plants, simulate death a i JENIN Coburn, 

and use the terrible 'Quiverigg Palm', by which they tune in to the bodily vibrations of 
atunes/and are, able fo killthem.on command. 

ene Liaise strong Thieves may elect to become ASSASSINS. These a 

utral in alignment and have various abilities including the power of disguise, 

t bumping people off, 


harac— 


ters are n 
although they seem to be limited in other aspects. They're not bad 


though. 
Flicking on a 5 
melées, which presumably will introduce a reason for characters aq: 


w pages, there are a s 


ries of tables for determining nit location during 
g themselves with 


helmets at long la : ; 

Next isa ion 01 Monsters which clears up a tot of uncertainty about several typ 
creature (eg. Giant Crabs, Toads, Beetles etc.) which were glossed oN Phin ine eet 
rules with that frustrating statistic; "Variable". The final verdict on Giant Seetles is now: 
1-12 appearing; Armour Class 3; 4 Hit Dice. ; 

20 pages of Blackmoor are devoted to a dungeon unt ve nse known as "The Temple of the 
Frog". Although there is no generat introduction to this section for gamers, I assume that 
it's meant as a sort of basis for a campaign, something similar to Empire of ae Petal g 
Throne. The history, geography and sociology of the area is described extensively together 
with maps of the duildings and the First two dungeon levels. The contents of each roomie ts 
also described and quite honestly, I wouldn't fancy my chances down there at alll The First 
level is inhabited mairly by men, but the second level is. heav-cee: a 9th level Poe eeor 
4 Troils, an Ochre Jelly, and so on. Mind you, ther2's an awful lot of treas.ire there, too. 

It seems like the Temple of the Frog will provide an excellent ready-made pa geor for 
those who ar2 new to the game or for lazy gamesmasters — Dut all will be spoilt if the party 
members read the book b2fore going down. So if you're going to use tne TotF, keep your 
S8lackmoor to yourself! 5 2 

The rest of the book deals with various odds and ends, of which the most interesting is 
@ section on sages, to be met and/or hired in the dungeons and wildemess. Rules Ene 
given for determining now knowledgeable any particular sage is Gus! ure % chance of his 
Knowing the answer to a particular question, Sages can be specialists in 3 areas: Living 

hings, #1 upemnatural, and the Physical Sciences. 
ees ex ees rules iar Bringtaan the effects of ailments and natural diseases (Chole 
TB, Yellow Feven, Golds and even Crud), These are to be rolled for at the start of a day's 
enture, and there is a smell probability that a character will be fooling ill. I Shoutd imag= 
ine that these would only be useful in campaign play, though — it'd be a bit of a drag if you 
spent half an jour rolling for and equipping your new character only to find taat he has 
Belly Ache and must give dungeoneering a miss for the next couple of days. 

Finally there are a couple of pages, for campaigners, on Underwater Adventures — the 
effects of water and Monsters encountered therein. 

Conclusion: although perhaps not quite as useful as Greyhawk ( which had all the Combat 
and Magic tables), there is nevertheless some valuable stuff there, and the Temple -of Ene 
Frog is a must for any Gamesmaster who isn't quite sure whether his eeRSCOnS) EIS designed 
tae way TSR intended them to be. The book is liberaily scattered with the usual illustrations 
includiag one of a rather voluptuous female warrior on a Unicorn, who I wouldn't mind 
iqviting into my party — but not to go dungeoneering with! 


of 


we 
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North Sea Oil 


This game is produced by a relative newcomer to the games scene, Omnia Pastimes Limited. 
Omnia, it would appear, seem intent on cashing in on topical themes and making games that 
are based on them. Besides North Sea Oil they also produce Space:1999, Juggernaut and 
Crossroads two of which are 'popular' T.V, programmes. 

To quote from the inside of the box lid, "North Sea Oil is an exciting oil exploration game 
requiring no formal business training. The idea is that players (@s oil tycoons) should make 
shrewd business decisions against a background of constantly changing circumstances". a 
I presume that the first shrewd business decision to be made is whether to buy this game at 
all as it costs £4.95. Well, what do you get for your money? Firstly, a very brightly 
designed box although this is the usual flat and difficult to store type so common to British 
manufacturers. When will they get the message about the convenience of bookcase boxes? 
Inside is an attractive board which is divided into 28 drilling concessions and comes in two 
halves which clip together like a giant jigsaw designed for the mentally sub-normal! You 
also get money, ownership tokens, oil rigs (three types), four sets of activity cards relating 
to weather, oil deposits, political/tax and oil selling price and lastly two charts Printed on 
the inside of the box relating to borrowing and selling of money and oil respectively, 

The object of the game is to accumulate $5 million cash profit after having paid tax and 
interest and repaid bank loans. From 1 - S people can take part and, naving no assets at 
first, a player must borrow his initial starting capital from the bank. This may be any sum 
up to $4 million but must be sufficient to cover a player's expenditure for that turn. His 
marker is then placed accordingly on the borrowing recorder. Each turn, in fact, is in three 
Phases, the borrowing aspect being the first, 

The second gives a player several options and he may exercise any number of these which 
are:site testing of up to 3 drilling concessions (done by paying to the bank $1 90,000 per 
concession, choosing its loction on the board and finding out its potential yield by viewing an 
oil deposit card which is then Placed face down on that concession. Other players are also 
allowed to view this concession if they so wish by paying $1 00,000), purchasing up to 3 
drilling concessions by auction (not a totally satisfactory system as, after having paid for 
viewing a concession's Potential, a player might lose this site in the auction which seems 
unrealistic), selling drilling concessions to the bank as Per the chart and Purchasing, selling 
or transferring oil rigs. Most of the action is during this phase although we never found it 
too exciting because of the inadequacy of the auction and the daunting prospect of all the 
mental calculations that follow in the next phase, 

Phase three concerns the 4 sets of activity cards which, at the beginning of the game, should 
be placed face on their allotted Squares on the board. The top card of each set is turned face 
up at the end of phase two and the information shown must be acted upon by each player. For 
example, weather cards show weather Prevailing in each quarter oi 
amounts of oil produced ia them. This is an obvious chance element of the game. Oil selling 
cards show the price per barrel paid by the bank during a turn; another chance element. 
Revenue, therefore, is calculated by multiplying the price Per barrel card by the potential 


the tax man and the Fiendly bank manager collecting interest on your loans. The pol itical/tax 
card shows which political party is in power for that turn and the effects it has on your 
taxation and interest charges, 

One novel feature of this card system is that even Face down you get an idea of the implication 
Of its face up effect on your assets by having printed on the back of them general headings e.g. 
on the back of a weather card which is to be effective next turn is the word "Spring' or ona 
Political/tax card is found the word ‘Conservatives’. Aware of these facts you are then able 
to plan what your srategy is to be during the next phases 1-3 i.e. should you do more 

buying or selling next turn which is to be Winter and with the Conservatives Paying $20 per 
barrel. 
All in all not a bad game but more likely to appeal to addicts of arithmatic. Certainly Omnia's 
best of their range but Perhaps a little pricey at £4.95. 


HIL+ 


nalise © ible (6) you and your friends have no wildly exciting tales 
othe © imp nt} ¥, (C) pubs don't offer much in the way of games as 

ides the odd dart board, billiard table or perhaps 

ier ashtrays or dogs' ears (+2 hit factor for 


the “Opportu Flick 3 j ‘@ 
dextenity oF” : ( 
Welle théjpubs won't supply them, take your own and try to put a little life into your local. 
Besil the traditional games there are the many variations and types that come under the 
headings of cards, dice, ‘matchstick, word and use-of—pub-equipment games to choose from. 
Everybody must have their own particular favourite fun game but might not, perhaps, have 
Played it in the pub although they provide the perfect environment for these games. Despite 
contravening the Small Lotteries and Gaming Act 1956 and the Protection from Evil Act 1302, 
a little secret gambling will do no harm if the stakes are kept low bul will most certainly add 
to the excitement. 

If, as a result of this article, anybody feels suitably inspired to offer their own pub game for 
publication we'd be glad to start a series. Anyway to start the ball rolling I shall now give 
details of some the games that continue to keep me amused in the pub. 


FLUNK is a card game in which up to seven players <: play although it is best played with 
four. It is a form of whist although it has a touch of bridge about it in that Players must 
state beforehand how many tricks they think they are lixeiy to obtain in a round. To start, a 
nominated dealer deals one card per player and the top card of the remaining pack is turned 
face up to indicate which suit is trumps for that round. Players then in rotation, starting 
with the player on the dealer's left, state how mary tricks they think they are likely to get 
from their hand having seen what trumps are (in this case either 0 or i trick). Play then 
takes place with the player to the dealer's left leading. Tricks are recorded and then scoring 
for the round is done. Ten points are given for getting your contract i.e. stating that you'd 
get 1 trick and actually making 1 trick. Two points are given for each trick vou make even 

if you fail to make your stated contract. After the First round the deal rotates and the number 
of cards dealt are increased to two per player. This rotation of deal (to pass on the advantage 
of Didding last) and increase in the number of cards dealt continues until the maximum number 
of cards From the pack have been used up and then, after no trumps, you can decrease the 
number of cards dealt back to one per player if you fancy a long game. Hence if there were 
five people playing the maximum number of cards that could be ia a hand would be ten. 

It is always much more interesting for the last player bidding to make an inabalance in the 
contracts e.g. if 5 hands of 8 cards are dealt and before players have bid 1,0,3 andi tricks, 
the player bidding last could make things balance out by bidding 3. Therefore, a bid of 0,1, 

2 or 4 or more would create this inbalance and it would be much more of a fight for each 
player to make his own contract and, asa result, making the others "flunk". You might wish 
therefore to introduce a rule whereby it is impossible for the last player bidding to balance 
out the contracts. 

As far as play techniques are concerned it is obviously best to bid as high as possible on your 
hand as bidding 4 and making 4 earns you 13 points whereas bidding 0 and making 0 only earns 
you 19 points or even worse bidding 0 and making 1 2arns you a mere 2 points. However, if 
you do bid O and find yourself landed with an early trick in that round then try to get as many 
others as possible as they are worth 2 poirtts each to you and will, in all probability, louse 

up your fellow players' contracts. 

Flunk really is quite a fun game to be played ina pub and as can be seen is well suited for 

a little sinful gambling on a 1p for so many points basis, 


THREE BLIND is not as you might have imagined some wierd form of brag but is in fact a 
beer tasting game. 

Equipment needed is a pint of keg bitter (surprise, surprise), a pint of Guinne 
of water. On, and you also need a blindfolded human willing to make a complet 


and a pint 
idiot of 


himself whilst losing his money at the same time. 
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Having sat this unsuspecting citizen on his stool, tell him that you are going to give him 

10 random sips from any of the three glasses and that he has got to identify each sip stating 
whether it is bitter, Guinness or water. Sounds easy? You'd be surprised and especially 

if the taster had had a couple of beers previously to mess up his taste buds. It's hard to 
believe but 5 correct is about average, 5 and 7 good, 8 and 9 amazing and 10 out of 10 
absolutely unbelievable! Therefore offer him odds accordingly against his stake; say O - 5 
correct he loses his stake,5 correct you pay him even money (or jelly babies or whatever 
is the medium of exchange in your part of the country), 7 correct you pay 2/1, 8 correct 
8/1, 9 correct 4/1 and 10 correct 5/1. 

Tips (i) you hold the glass while he takes the sip. 

(ii) remove the froth from the beers. 

(iii) give him Guiness first as it usually clogs up the tongue like eating peanut butter 
in the Sahara desert, then give water which tends to dilute the Guiness left in his mouth 
and make it taste like bitter and then do give bitter and after that it's plain sailing no natter 
what order you give the rest. What a nasty way to get jelly babies. 


CROWN & ANCHOR is ye olde pub dice game which, although requiring zero skill, still 
manages to generate interest by the mere fact that all the players with a vested interest 
are usually yelling and screaming for their desired roll to be rotled and the landlord ends 
up throwing them out! 

There are simply three dice involved (which can be bought as a set at around 50p) with each 
die identical and depictirg a heart, club, diamond, spade, crown and anchor on its' six 
sides. One person elects to be banker and he rolls the three dice simultaneously, Before 
the roll, the other players place their bets by backing any one of the above six symbols to 
be rolled. If, for example, you backed clubs and 10 clubs turned up on the roll then you 
lose your stake; if 1 is rolled then you are paid evens; if 2 are rolled you are paid 2/1; and 
if all three are rolled you are paid 3/1 odds. You will notice that the banker de: initely has 
the odds in his favour when you look at the probabilities of, as above, ciubs or, in fact, any 
symbol being rolled: — 


#-6/1 =3=2/1 (pay out evens) 
$ #-(6/1)) = 3= 12/1 (pay out 2/1) 
&$4-6/1) =3=72/1 (pay out 3/1) 


However, the above is not quite relevant as you don't have to bet on specifically 1, 2, or 3 
clubs being rolled but just "clubs" and if by some miracle 3 do turn up then it's just an 
added bonus for you. But who cares anyway as long as the stakes are kept low and everybody 
is having a good time. 


HOLLAND is a word game that can only be played, unfortunately, with people who nave 
never played it before. Actually it's more a riddle than a game. To start you must think 
oF two words that have some direct association in their meaning ore of which must have 

a double letter in it and the other not e.g. pepper and salt. You then ask the players to 
work out the relationship between the two words which are presented in the fol lowing 
manner, "I like pepper but I don't like salt". If they are unable to work out the association 
which is, in fact, the double/single letter relationship you carry on giving them more 
examples, "I like Holland but I don't like France; I like floors but I don't like ceilings. I like 
beer but I don't like wine; I like cotton but I don't like nylon and so on. 

Each person as and when they finally manage to work out the relationship must whisper th2 
anwer to you as the poor old loser must cough up the jelly babies for the next round of 
drinks, This game usually takes a long time to finish as most people spend ages wrecking 
their brains looking for obscure connections between the two words oefore arrivi Vg at the 
actually quite simple answer. There is always one person left at the erd who eventually 
gives up and to whom you say that you like all words with double letters in then but not 
those without but you would like a pint of lager just this once thank you very much! 


+HL++ 


ORGANIZED CRIME HOPPIT! 
v 2 Variations and rule interpretations of existing games, : a 


and ‘eature, Bick Appiston's "Reformation of Ongaqized Crime”. His rule A game for leap year? 5 

mong ASS xi re Bales 8 UNS etal ae BUEN Ng Taney ee If you entered or. watched the Hoppit competition at Games Day or nave otherwise played the 
Aaa My a Noy mat) aL Hesnete = ecu mdditonalgules: game then ignore these opening paragraphs and go straight to Strategy and Variants (do not 
TH In Fir joney mean something in relation to the conflict collect £200 even though this is a Waddirgton's game). Nevertheless, if on your next visit to 


a is added-tot! efence of H@'s. Defence counters may be bought — your local games or toy shop you do pass a rather hideously designed box entitled Hoppit 
thefirtst'S\@ $100,900 each nd there 


ter at $200,000 each. When an attack is announced whilst browsing the shelves, stop and take a closer look for tnere is more to this game thar 
thére isa preliminary stages The attacker puts up money at the rate of $100,000 per the box and pieces would suggest. The game has been aimed by Waddiagton's at the kids! 
point. To determine whether the attack can proceed the players throw two dice each market although adults are likely to get as much enjoyment out of it as kids are. 
adding pips according to money put up or defence counters held. The attack proceeds if The Game — basically it is a variation of Halma (and/or Chirtese Checkers) but each player 
the attacker has a superior score. In either case the attack money is paid to the bank. In has two types of pieces with different functions; the hoppers and those nopped over. 
the case of an aborted attack, 10 counters are lost; if the attack proceeds but without (Historical note:— Halma was the original game, c.1380, for two to four players who hopped 
success, 1 counter is lost. In the case of a rub-out, the counters go to the bank. their pieces into opposite corners of the board which was a square 15x16. Chinese Checkers 


was a later variation for up to six players on a 6 pointed star-shaped board). Hoppit is for 
two to four players. 

Equipment — a board with a 11x11 grid of circles plus a row of different coloured triangles 
on each side of the board which are the starting and finishing points, Four sets of 11 pieces, 
each set in a different colour for each player matching the colours of the triangles and 
composed of 5 frogs (the hoppers) and 6 toadstools (those which are hopped over). Pieces 


2. With the object of breaking up rigid voting patterns, extra temporary votes can be cast 
as follows: 

Power Card Hits (1 Hit = 1 Vote) on surrender of card. 

Power Money Card ($100,000 = 3 Votes) on surrende- of card. 

Corrupt Official Card (1 Card = f Vote) on surrender of card. 


Boss calling commission may throw one dice: 1 = 1 Vote; 2 = 2 Votes; 3 = 3 Votes; start on the triangles of their own colour; the frogs in the centre thereof and three toads— 
45,193) 5.= 0; Votes. tools (my hyphenation really is disgusting! - Ed.) on either side. 

3. Rule 2 expands the use of Power Hits. To further diversify their use, markers may The Moves ~ toadstools move as a Queen in chess but may not pass over any other piece. 

be eliminated and assets taken by landing on an appropriate space and expending 4 Power Frogs may only hop over toadstools, of any colour, and may hop as many as are possible 

Card Hits, in one turn and in any direction. Each turn either a frog or a toadstool may be moved and 


only one piece may occupy one space. 


4. In order to reduce redundancy, men landing on city spaces pay rent. The Object — is to be the first to hop your 5 frogs onto any of the triangles on the opposite 


++ Dick Appleton ++ side of the board. 
Stategy — the obvious one is to place your toadstool in the most advantageous positions for 
Thanks, Dick. My own views on these ammendments are: yourself but the least advantageous for your opponents. It is also possible to block your 
1. This rule means that a financially weak player can never rub out a well- protected boss Opponents! pieces but remember that the object is to get your frogs across the board and 
unless he takes on enormous debts to other players. Possibly a simpler way would be to so don't waste too much time blocking unleess it is necessary. Aim to make multiple hops 
make it a requirement for an attacker to put up $1 00,900 per defence counter. If he is with your frogs and it might even be beneficial on occasions to help your opponents in order 
able to raise this, then the attack proceeds (ie. no dicing). The spirit of this sort of move, to create multiple leaps for yourself. Remember that frogs can also hop backwards so keep 
though, ought to be that donations, rather than loans would be made by other players looksing for backward hops which may result in your advancing your frogs further than they 
since they would presumaily be acting in their own interests - with some sort of split of would have done by a normal forward move. During the 'middle game! make sure that one of 
the lootings if the attack should prove successful. your toadstools is situated on your far rank so that you are not prevented from entering your 
2. This is quite a good idea, although 1 Hit = 1 Vote may be a bit too cheap. Also, I'd opposite triangles and also keep one on or near your Front rank for possible blocking of an 
say that the Power Money card is irrelevant to dealings of this type. An incentive to opponent. 
surrender of corrupt official cards could also be a good idea, but I think that giving up an Hoppit is advertised as a game for two to four players. The best game is, however, with 
active Corrupt Official would be worth more than a single vote - perhaps 3? four, three is a bit uneven in play and two is O.K. but what tends to happen is that one 
8. I feel that the difficulty with this rule is the limitation on the number of Hit Men player travels down one side of the board and the other player down the other side without 
available, which is low enough to start with. Might be worth a try, though; Power Cards the lovely confrontation in the centre which is the highlight of the four player game. If you 
ought to be a bit more useful. are forced to play a two player game then have two colours each either on opposite or 
4. This would seldom apply, as players are only rarely forced to land on any square. adjacent sides. 
it Variants 
Bee) ane @ Partnership — partners play at opposite ends and both have to get their 5 Frogs home to win. 

Once all of a partner's frogs are home he takes no further part in the game but his toadstools 
SUBSCRIBE used ames remain in their positions, Advice here is to keep one frog from getting home and use your 
Make sure of your monthly Weasel by taking 9 moves to help your partner and/or bock your opponents. 
out a subscription. Just send any amount SCHWEINFURT (Cranwell House) - US air ] (it Players may move a frog and a toadstool on any one move. 
over £1 (Cheques/POs payable to "Games attacks on German strategic bases in WWII. (iit) You may place your pieces in any order on your starting triangles. The best way of doing 
Workshop"). You will 5e credited with this Complete with counters, mapboard, rules, this is for each player on their first 11 moves to place their pieces at will and then start 
amount and sent monthly copies until your tables, etc. Mint condition. Very rare! in the usual manner. 
credit runs out. O&W costs 15p + postage per +++ £2.50 inc. p&p (iv) After all the frogs are home, the toadstools must be moved to the remaining vacant 


month. | MONOPOLY (Wad.) — £1.00 + 50p p2.p 


+ Over 
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mith 
10 qatiowed to keep pieces on their own starting triangles once their 
homed’ there. With this variation a points system can be introduced 
F *og5 and So many for toadstools. 
it) elcbAtre 5 triangles opposite. 


(vi) Frogs ar shop evar their own toadstools. As this is obviously more 
difficult a/tas j vomeé \is| 

he Dp eae ave their own triangles, they cannot land on any 
ee noe bu cles. One assumes that this rule also applies to 
Frogs, (e% omingyjarthe is not stated and once home are not allowed to 


Foretnys— es 
nay Move along their own colour triangles so that frogs may hop along to 
ous starting actually crossing the board. 

llowed to hop on and off side triangles and on and off opposite home 

the way for othersof that player's frogs to land. 
variants 6 


move agath. The 
(vii) Toadstools 
a more advan 


ition befc 


(viii) F 


same fate as that of Take the Brain which was 
does you had better rush out and get a copy before 
Solumnt 


also aime 


++endall Johns++ 


eee 
ORBITUARY COLUMN 


In issue 10 of O & W we decided to start a new column entitled the Orbituary Column in 
order to review games that are 10 longer with us. This month we have: 


TAKE THE BRAIN ( 1972 - 1973) , manufacturer - Parker Brothers, price - £1.95 
This could almost be described as a Fairy Chess variant except for the fact that it was the 
squares and not the pieces that dictated the directionof the moves. 

Equipment consisted of a 7x8 board, each square of which had from 1-3-arrows marked on 
them to indicate the direction of travel of the pieces and two sets (red and blue) of twelve 
Playing pieces; 1 Brain, 4 Numskulls and 7 Ninnies. 

The rules were printed on the side of the board. "The NINNY can move one square in any 
direction an arrow points from the square it is on. The NUMSKULL can move any number 
of squares in any direction an arrow points from the square it is on but it must move ina 
straight lire. The BRAIN moves the same as a Ninny. If it is captured you lose!" 

Capture is by replacement and the Ninnies can Promote to Numskulls by landing on their 
opponent's Numskull square. And that is it! Simple? Easy? Well yes, but.....".....the 
strategical ideas and tactical finesse which make a skilled Take the Brain player are subtle 
and plentiful enough to make this a challenging intellectual exercise for expert gamesmen". 
(Leonard Barden, Games and Puzzles No.3). 

So why did Take the Brain 'die'?1 believe that it was the result of aiming at the wrong 
market. Let this be a lesson to all games inventors and, more particularly, games 
manufacturers. As the rules are so simple and concise that they can easily be understood 
by a child of eight (but then so can the basic rules of Go), Parker Brothers decided to aim 
for the children's market. This is obvious judging by the design of the board with ludicrous 
looking directional hands and arrows and zany pieces that would have looked more at home 
inside a cornflakes packet. The result was that Take the Brain was bought for children but 
not enjoyed by them and the game was soon a dust collector at the bottom of toy cupboards 
without adult gamesters even having given it consideration that it might be a game they 
could enjoy. 

Thus, in spite of a series of articles and 'Brainproblems' in early issues of G& P,a 
potentially good game with a unique movement feature passed away having suffered a 
chronic dose of bad marketing. Surely it's a game that deserves resurrection in a different 
format so that its scope can be fully explored. Are you listening Parker Brothers? 


++Kendall Johnst++ 
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CUL= DESSAG 


Lazy Days are another new games company, based in London, who seem to have gre very 
well for themselves so far. You've probably already seen at least a couple of their games — 
they're in just about every Motorway Services besides shops - and if you have played any, 
you will probably have been impressed by their presentation. We've played 3 en 4 of them 
and they're not bad at all, both from the point of view of presentation and quality. 

Orbit, Spaghetti Junction, Hide & Squeak and Super Sale are all kids' games and are 
thematic but only of average standard. 

Quantum, Trackgammon, Mancala and Cul-De-Sac are for adults. These are all abstract 
and the two we've played, Cul-De-Sac and Mancala, are both excellent, especially the 
former. 

The idea behind Cul-De-Sac is very simpie. Zach player nas two pieces which start from 
his 2 base squares. The object of the game is to move one of these onto either of your f 
opponent's base squares. However, each turn, a player places walls which create corridors 
and cul-de-sacs limiting the movement of pieces. 

The board is solidly made in plastic and the squares, on which the pieces move, are 
separated both vertically and horizontally by thin channels, so that the board looks rather 
like an oversized Cadbury's Dairy Milk bar only in green. In addition to his own 2 playing 
pieces , a player has 13 plastic walls which fit neatly into these channels. Every turn, a 
player moves one of his pieces 2 squares and places a section of wall (although the rules 
don't make it clear which order these actions must be taken in, we have assumed tnat any 
order is permissable). These wall sections are divided into two colours; one colour (nine 
sections) must be placed horizontally and the other colour (also nine sections) must be placed 
vertically on the board. That's all there is to it. 

However, the rule that makes the game a winner is the one which states that a piece may 
never be walled of in such a way that it is unable to reach its destination. The trick is, 
therefore, on the one hand to entice an opponent into a long corridor and then seal off the 
end forcing him to retrace his steps but also try to seal off a route behind your own piece 

so that your opponent is obliged to allow you to continue forwards. Control of the edges of 
the board i.e. the ability to seal off one side of the board to your own advantage appears to 
be very important. Successful end game strategy usually rests with the player who can wall 
off his home base squares so that his opponent is forced to take the longest route possible to 
reach his goal. Another point to watch is to make sure that you don't run out of horizontal 
walls by playing too many early on in the game - there is a great tendancy to try to block 

an opponent contiaually by placing a horizontal wall directly in his path. 


+H-SJ++ 


Dungeons & Dragons freaks take note:— 
An interesting feature at Games Day was the use Andy Holt and Steve Biggs put Cul-—De-Sac 
to in their demonstration Dungeons & Dragons game. The walls can be placed to scale o1 
the Cul-De-Sac board to replicate the dimensions of rooms and passages in the dungeons. 
This is especially useful for fighting monsters as the scale aspect is usually ignored by 
gamesmasters. 


THE BOXED BORE AWARD 


Qwl & Weasel is proud to announce a new title - "The Boxed Bore Award" —- which will be 
given to the most boring/terrible/pathetic game currently on the market in the form of a 
loud raspberry on these pages later in the year. 

We will be pleased to receive your votes over the next three months and the results will be 
published in the May edition of Owl & Weasel. You may send a tist of 3 games in the order 
of distaste to you and factors to de taken into consideration are luck, playability, simplicity, 
quality etc. 

You do not have to be a subscriber to Owl & Weasel in order to vote, so tell your friends, 


zine editors, clubs about the award. Hopefully the relevant manufacturers will take note. 


W 


